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II* J[ftJ^Don't miss out on our ultra-cool collection^ 
'of official Atari Jaguar merchandise — 
featuring hats, T-shirts, tote bags and much more! 

For your free cataiog, call 414-241-3313. 





JAGUAR " 64-Bit Interactive Multimedia System 
Game Manual 
Handling this Cartridge 

The Atari Jaguar Interactive Multimedia Cartridge is 
intended for use exclusively with the Atari Jaguar System. 


Do not bend it, crush it or submerge it in liquids. 

Do not leave it in direct sunlight or near a radiator or 
other source of heat. 

Be sure to take an occasional recess during extended play 
to rest yourself. 

If for any reason your cartridge does not load, or you see 
only a red screen, remove, clean, and reinsert the cartridge. 
If the problem persists, refer to the warranty information 
included with your Jaguar cartridge. 










:l here. 




In a dimension paraliel to living human existence is the Specter Zone - stire- 
• house of unrest undead: Journey-interruptis on the road to Heaven or Hell. 

1 Overseeing this realm Is a morphing abomination called the Gatekeeper; ever 
^ watchful for opportunities of amusement. To the lucky and skillful this is also 
a land of hope, for the Gatekeeper has the power of redemption, the power 
] to grant a second chance at life 




You are one of eight ex-mortals traveling unexpectedly from the nightmare 
that was your life to the torment of an early afterlife. One of eight fighters i 
chosen for their exceptional skills and strong will to live 


tJ 


Hon't expect to make friends. You must defeat each of your companions. You 
have the attention of the Gatekeeper; please him in the tournaments and he 
will bestow useful gifts. You must win every match. Including the final and 
most terrifying. There can be only one victor; there will be only one life 







I Insert your Fight for Life cartridge into the cartridge slot of yovr Jaguar 
6+-Ftt Interactive Muftiniedia System. 
t Press the Power button. 

I. Press the A. or C button to leave the THle screen and go directly to the 


1 TnSlfl. tnSnll 1 
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A great place to figure thmgs ovt. You'll have the opportunity to fight all of 
the olW characters, and the combo wovec will be slightly easier to perform, 
instead of completing three different Joypad combinations to get the combo, 
you will be able to do the first set of Joypad combinations three times with 
the same resutt. 

Note: You cannot ^ht the Gatekeeper in this mode 


Prjctice Hoot 


A two-player game where both players have access to al the special moves, 
except the Signature moves for each character. Once a fight is over it's over 
You won't move on to a di^erent match. This Is a great place to practice 
your skill before trying the real thing in tournament or two-player mode. 
The combo moves are the same as in pinner Mode. 

TOUBNSHEIII SiOOE 

l^ck your character wisely. You'll be fighting all of the others in a desperate 
attempt to win another chance at life. Pon't think if s over if you're 
victorious. The Gatekeeper has a few more surprises In store for you. 


The oHtwate two-plav«r game. Choose your favorite character and fight a 
friend to the finish. If you have a password (see Fastwords for details), the 
moves you've stolen from other characters in pinner or Tournament mode 
can Ik used against your friend. 
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Roiling Camera 

Tracks the characters in such a way that Player One is always on the left 
side of the screen. The controls for both players will always stay the same 

Static Camera 

The camera doesn't move The doypad controls will change depending on the 
position of your character if you are on the left side of the screen, you will 
have to posh right to go forward and left to retreat, if you are on the right, 
your controls will work in the opposite direction. 








BioaMfiiieS 


The fiabftrs are presented in pairs, ready to begin the tournament. You can 
scroll ttirough the different fighters by pressing left or right on the Joypad. 
In a one player game, the character on the left of the screen will be the 
character you are using. The Jaguar-controlled character will have the 
word Jaguar superimposed on it. To use a password press the Option button 
(see Passwords for mwe information). 


The following pages give useful statistics on each fighter, a few lines about 
their Ith. ti^r training and their mottvations. Also listed are their special 
skills in close-combat fighting. Study them well. These are details you need 
to know! Moves in bold are Signature moves and cannot be stolen. 
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KltlUDA, liPiNESE NINIA TIGHTER 

VcKY Fast, Ahu aw Snroftt ■ Exkftionai wtm Aeuai Moves 
forn 11/04/70 Pied V22/95 

The firtt son of a noble Japanese family, Kimura was hlphly educated and 
talented. Trained by hii father In the art of Ninjutsu from the age of 4, he 
remained unbeaten until the time of hl$ death. 

Kimura's body was found floating in a restaurant fish tank. How did he get 
there? Was it a gang murder? He made a lot of enemies In his time, but for 
this he must have really ticked somebody off. Perhaps It was a case of mis- 
taken identity....? 

SfTcul Moves 
Jump Kick (Combo) 
r4l Push (Combo) 

^ flip Kick (Combo) 

Typhoon Kick 
Head Slam 


lAH. Soldier 

VEty Stkon*; Slow, wr PowEknn. 

Sorn 12/18/63 Missing in Action (no body found) 1/22/95 
Son of a streetwalker and a drifter. Ian was educated on the street and in 
the various penitentiaries he 'visited.' The army was his only real home; the 
platoon. Ns family. A hell of a family to have when you always have to 
watch your back and fight for what's yours - and be was always fighting. 
Ian is still listed as Missing In Action after getting separated from his unit 
during active duty - tracking guerrillas through Jungle terrain. After five 
days of looking for him. the search party abandoned the mission. They did. 

y however, find evidence of tcsture and a massacre in a clearing littered wHh 
body parts; none were identifiable 




SnciAL Moves 
Chop Kick 
Elbow Hook 

Hawwer Punch {Combo) 
Heel Dash 

NarHvg 


Uu. AHcniciN Mom 

Fast, Fuxivu anp Stum 
Dorn 6/J0/6I Pied 1/21/95 

Kara was your av»age mom. housewife, cookie baker, and fitness iunlde (in 
fact she married her fitness instrucior) until the day something slipped into 
her mind, it told her she was destined for something more something that 
she had been specially chosen for. It was not that she started vomiting green 
gunk or anything, she Just flipped into Total-World-Pomlnatfon mode. 

Her family got hw freated in a psychiatric hospital but for two yean her 
obsession grew. She worked harder, preparing for "the big fights." She spoke 
of a shape'changing being who called to her. One day she could stand it no 
longer, she trial to get back to her family... from the top-floor window of an 
eight-story high rise. 

Sf^L MOVES 

Face Sap Kick (Combo) 

Spin flbow 
Thigh Smash 
Double Leg Kick 
Head Scissor 


PoG. Dock Worked 

I SnOW.FMT 

I ^ni (exact date uiiktiow»i)/6S 


1 

«f his ^1 


I Found abandoned outside a convenience store as an infant, Po^ spent his 
early life with foster families playing "fess the Pared." Sadly, be was t^ 
pared. The game ended for good when be turned \I. and be was alone again. 


I R)g got a iob on the docks, wade friends, got a life got strong and fit and 
I picked up one bdl of a reputation with his fists. That is. until the docks 
I closed down five yean ago. He disappeared after that - straight down the 
I neck of a bottle. 


} Pog was not a quitter (aitbougb he did quit the booze). He pulled hiwsdf 
together and managed to find odd fobs at the local orphanage. He also gave 
I lessons In sdf preservation, which was kind of ironic. He was gunned down 
I on the sidewalk near the same convenience store where he'd been found Z7 

( years earlier Just as folks started saying, "Hey, R>g! Welcome back to the 
land of the Itvingi' 


I SfKUl Movis 


Headbutt (Combo) 
Strangle Hold 
lOiock'Ovt Punch 
Slide 

Face Smasher 


Mr, G.. Professional Bour 


I s SnEowPimews 
^ Fom lO/lZ/64 Pied \/W95 

H Mr. C. always knew he was going to be a boxer Fighting was his life. Even 
^ as a kid his right cross was awesome. His folks wanted him to be a 
* I mechanic, like his father and brothers, but he never changed his mind, 
f . It was tough growing up as the only black guy in Ms neighborhood who 
wanted to put on silk shorts and prance around for a living! He made sure 
\xiy that those who mocked him dropped where they stood. When be 


4 wanrea lo put on sri 
that those w 




started as a professional it felt better than good. He proved he could win. 
and win big. 


Mr. &. had one problem - his manager. He was stitched into a contract so 

tight he could hardly breathe, let alone make a buck! Mr. wanted to show 

the fat leech who was really in charge, so he threw a Las Vegas title fight 

i J and lost - for the first time ever. His manager went ape! Lata" that night in 
k a bar. some heavies picked a fight with Mr. Nobody could see what it was 
|a about but Mr fr. seemed surprised - especially when he wound up dead. Vid 
the Leech get the last laugh? 
il SPECiAl Moves 


Right Hook iCombo) 
Forearm Smash 
Crab Punch 
backflst (Combo) 

Rabbit Pbneh 




MkU. AiiftfilfiN FiGHTEil 

' FiMfTS TKTY. with ElWWS ANP POLV KXKS 
born Z/14/60 Pied l/ZZ/95 


Muhall was bom a bedouin. He grew up following the water holes across 
I the desert with his tribe as they grazed their herds. As an adult he became 
J a renowned fighter, very popular with Ns tribe, and very popular with the 
' women. All women to be exact - single or married. 


Muhali's six wives generally sought out their riv^s following Ns Infidelities 
and made sure that they would not attract their husband again. They were 
extremely Jealous of each other too. One cooked up a dish to keep him all to 
herself, it was poisoned, and he died writhing in agony in her arms She took 
the poison too. planning to live in the Eternal Afterlife with him. but he went 
on alone to the Specter Zone - someone had other plans ^ him. 


Snout Moves 
K nee Kick (Combo) 
High Spin Kick 
Forearm Spin (Combo) 
Lineman Charge 
Spin Toss 








(hnCK AN9 A»(U 

SorM 10/?l/67 Pled l/ZZ/95 

Jenny had been everywhere, from Argewtlna and SolMa, to Yemen and 
Zimbabwe, and back again. She tramped across all the continental masses 
of the world in an attempt to put miles between her and ’Hieksville" 
Arizona. 

Jenny kept her identity secret by traveling as a boy. wandering from 
country to country perfecting her martial arts skills. Tal Chi in Ceijing, 

Kick Soxing in Thailand. Tae Kwon Po in Korea, Jenny could take care of 
herself. No Komeo with an overdose of testosterone was going to pull a 
stunt on her again. The last guy that tried had to be scraped off the 
sidewalk by paramedics. 

Jenny was a master of martial arts and fighting, but none of the fancy 
moves she knew could help her against the ground-to-air missile that took 
out her light aircraft and sent her straight to the Gatekeeper. 

Speciai. Moves 
Leg Sweep 
Shwe 
Ear Gox 

Side Kick (Combo) 

»ackKofl 


Lun, Chinese Kwc fu Mssteh 

AceoiATu, Fast 

Porn 9/17/61 Pied \/W9S 

Sold Into factory labor as a child. Lun learned to take care of himself at 
an early age. It was a case of fight or starve. He chose to tight and lived 
to get noticed. 

He was reerutted by masters who trained him to use his natural fighting 
skills, as well as Kung Fu. Their creed was harsh - no remorse and no mexy 
Fifteen years and a whole heap of trouble later, he was too hot to 



handle and needed a change of address. He was given a one-way 
Miami and a package lo deliver once he arrived. Not a smart move! 
The package was sent ft settle the iHUe matter of a debt ft some rivals 
across the pond. Lun was lust the deHvery boy. He was given a warm 
welcome from a couple of automatics In a sleazy back room rendezvous 
** Just before the package took out half the block, before he died, he swore 





SLa^inU this' 


J After YOU sdect your fighter you have £ out of 3 rouwds to beat the crap 
out of your opponent. Watch ^e top of the screen to check out your life 
expectancy. Stay on the platform or you will be dlsguallfied. 


Once you have finished your victory dance, claim two of the loser's skills 
(Press left or tight on the Joypad to scroll through the moves, and press the 
i button to make your selection.) and begin customizing your own personal 
"Lethal Weapon." From there, you re on to your next victim. 


Vour fighter must win every match (gaining 14 extra special moves). Use 
your fighter's password to access your accumulated skills. If you survive, 
y don't put your feet up yet. The fun is fust beginningl Vou've got to get there 
to see it and if you live through It you'll deserve a second visit to dear old 
mother Earth. 
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Holding the A button down while walking forward or backwards will 
cause you to lunge In that direction. You can roll to the side by holding 
down the A button and double tapping up or down on the 


Pause button Pauses the game (Adjust music or sound 

effects volume by pressing the A or P button 
and pressing left or right on the doypad. 

If you press the I buttw. you can cycle 
through all the music tracks.) 

Option button Prings up character's health meter 

■ and • Reset game 

PuCoNTiuiua 

X button Left sidekick 

V button High kick 

Z button Small uppercut (Pouble it for a 

left/right combo) 

Fingertip buttons Sidestep 


Check Out Those SIoves! 

You can push the PAUSE button and enter the Replay mode at any time 
during the game In this mode you can rewind or cue the action (similar 
to a YCR) by pressing the Joy;^ left or right. You can also control the 
placement of the camera wfiw you watch your replay; The controls are 


as follciws; 

Keys 4/6 Zoom In/Zoom out 

Keys Z/5 Rotation Up/Pown 

Keys 1/3 Rotation around the fighters 
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U/i.iQu6 tnOveS 




Ian 

Chop Kick 't'^^ 

Elbow Hook i^^-C 

Hawwer Punch (Combo) . . ^->C (^4'^ 4'">H 



JearHug 

lENKy 

w. Leg Sweep 

'm Shove ->->-»C 

Ear Box <-^C 

Side Kick (Combo) (^^B. ^^B) 

BackKofl ^^‘t'B 

Kara 

Face Slap Kick (Combo) . . . •^^B «-^B, -^-fB) 

Spin Elbow -X-C 

Thigh Smash ^^4’B 

Pouble leg Kick '^4'B 

Head Sdseor 

Kihura 

Jump Kick (Combo) ^'f’B (^<^B. <^^B) 

Push (Combo) ^C^ (4->C. 4/tB) 

Rip Kick (Combo) ^^B (^^^B, "^^^Bl 

Typhoon Kick <-4-B 

f < Head Slam 4''^A 
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Right Hook ICowbo) . . . . 

,.*H'C(«"»C, ■♦tCl 

Forearm Swash 


Srab PitMfih 

..^4/C 

Backfist (Combo) 

. i-X-l, ‘^'^5) 

Rabbit Punch 

• ttc 

IVlyHAii 

Knee Ki(^ (Combo) . . . . 

<-C) 

High Spin Kick 


Forearm Spin (Combo) . 

,.t<-C«">C, 

Lineman Charge 


Spin Tttti 

.4-4.A 

Poc 

Headbutt (Combo) 

. . ^^C (^^C, ^*^0 

Strangle Hold 

<-tA 

Knock-Out Punch 

..4.^C 

Slide 

..->sK-A 

Face Smasher 


Moves in boM are Signature moves and cannot be stolen. 





} You will b« awarded a password every time you defeat an opponent. After 
i you steal tfK moves you want from the loser, you will be given a password, 
i Write it down, then press the ( or C button to continue with your game. 

I If you have to stop playing, the password will remember all the special 
I moves you have collect^ up to your stopping point. The next time you play 
I you will have to refIght the characters you have already beaten, but you will 
I still have all of your stolen moves. 

I To enter a password, go to the Character Seleet screen and press the Option I 
I button. Yress up or down on the Joypad to change the letters and left or 
I right on the -kiypad to move to the next letter. Press the f button to activate 

! ■ tiie password. If you do not have a password yet you can enter the word 
JAWAKTIME to see a demo of two computer opponents fighting. 

> The passwords that you are awarded in Beginner or Tournament mode can 
I be used to surprise a friend when you play a two'player game. Simply enter 
I your password when you choose your character 
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Tn^TnOriVi S8v€ 


High scores and your last password are retained in the cartridge even if you i 
have turned off your Jaguar 64'brt Interactive Multimedia System. The I 
cartridge will store up to 100.000 changes After 100.000 changes have been ' 
recorded, no more changes will be retained. To clear currentfy saved I 

changes, press '. * and Ofriton while on the fight for life TWe screen. I 


GJ,6clitS IT 


E»cirnvi PKopucr 
' ^lll^hbock 
PeomeEKAup OocR 
Francois Wes Bertrand 
Atr PiucToe 
Itichard Ho 
TEXTWEMAFPnW 
SiMo f1)rretta 


Yokes rv: 

Erik "the Pevil' Swenson 
Steff 

Sandy U9rec 
Morgan Weiss 
Jennifer Vernon 
Plair Ouiloek 
Joe Cain 
Stan Weaver 


lap Tester 
Morgan Weiss 
Testers 
Jason Cord^ 
Jennifer Vernon 
Vlair OuKock 
CRaTTVESERmS 
Oreg LaVrec 
Plana Oredfddt 
Sally Mathieson 





Atari warrants to ttie original purchaser this product to be free from 
detects in material and workmanship under normal authorized use for a 
Warranty Period of ninety (901 days from the date of purchase as evi- 
denced by your receipt. Atari will replace the defective software free of 
charge. After the expiration of the Warranty Period, you assume the entire 
cost of all necessary servicing, repair or correction. 

The warranty is null and void if the cartridge has been opened and/or 
any parts were removed or if software or any accessories other than those 
authorized by Atari are used in connection with this product. Warranty 
does not cover accidental or intended damage or neglect, if the product 
displays a fault within the warranty period, the user should return it to 
his place of purchase, who will follow the required procedure to obtain a 


In no event shall Atari be liable for consequential or incidental damages 
resulting from the breach of any express or implied warranties. Some states 
do not allow limitations on how long an implied warranty lasts or exclusion 
of consequential or incidental damages, so the above limitation or exclusion 
may not apply to you. 





